COMET
upward sequence, but they do not have to be in the same
suit. When he is no longer able to play an eligible card or
does not wish to he passes, and the next player in turn may
continue to build up in sequence; e.g., if a three is played,
then a four, five, six, seven, etc., may be built up on it,
regardless of suit.
When a sequence is ended either because the king is
played or because the needed next card is in the undealt
cards, a stop is created. The one who played the card creat-
ing the stop may begin a new sequence with any card he
likes, and play continues as described.
A player in his turn may play as many Cards of an eligible
denomination as he wishes; e.g., if the sequence can be con-
tinued with a queen and a player holds 3 queens, he may
play all of them in one turn.
And in his turn a player may play a comet, designating
it as any card he wishes. The first to get rid of all his cards
is the winner, or if no one can play further, the game is
blocked and scored as described below.
5             There are two ways of calculating the score. One way is
Scoring to give the cards a point value as follows: any king, queen
or jack, 10 points each; other cards, their face value.
If a player gets rid of all his cards, he collects from each
of the others according to the point count of the cards they
have left. If the game is blocked, player with the lowest
point count collects from each player according to the dif-
ferences in point counts. If two or more players tie for low,
they divide the winnings equally.
The other, and simpler, way is for the winner to collect
according to the number of cards the other players have
left, using no point count.
In either method of scoring, the player caught with a
comet in his hand after play is over pays double. If the last
card that a winner plays is a comet, he collects double; and
if he plays it as a nine, he wins quadruple. Some play that
if a player goes out in only one turn, being able to play all
his cards, all collections mentioned above are doubled.
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